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nation of the Calculations which are neceſſary to be underfioed 
by thoſe who would play it well. 


And alſo, never before publiſhed, 
A Dictionary for WuisT, which reſolves almeff 


all the critical Caſes that may happen at the Game 
To which is added, 


An ARTIFICIAL MEMORY. 


Or, an eaſy Method of aſſiſting the Memory of thoſe” 
that play at the GAME of WHIST. 
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ADVERTISE M ENT. 
TH 8 . ao bag been entered at Statibnefs 
Hall, actording to Act of Parliament, who- 
ever ſhall preſume to Print or Vend a Pirate Edi- 
tion, fhall be Proſecuted according to Law. 
At the Particular Deſire 4 ſeveral Perſons of 
Quality, the Laws of the Game are Printed on 
2 Fine Imperial Paper, proper to be Fram'd or 
made Screens of, that the Players may have them 
beforg- them, to refer to if any Diſpute ſhould 
ariſe. Price Two Shillings and Six- Pence, _ 
' Whoever pirates either of theſe Warks will be 
ſued. The Proprietor has already obtained an In- 
junction againſt Nine Perſons for pirating or ſel- 
ling pirated Editions of one of them. 
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N E Author of the following Treatiſe has 
thought proper to give the Publick Notice, that 
he has reduced the Price. of it, that it may not be 
worth any Perſon's while to purchaſe the Pirated 
Editions, which have already been obtruded on the 
World ; as likewiſe all thoſe Piratical Editions 


are extremely incorrect; and that he will not un- 
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W HIST. 


oe HE Author of this Thea 

did promiſe, if it met with 
Approbation, to make an 
Addition to it by way of 
| APPENDIX, which he has 
dJa.one accordingly, _. 

He has alſo framed an Artificial 8 
which does not take off your Attention from 
your Game; and, if required, he is ready 
to communicate it, upon Payment of one 
Guinea. And allo, he will explain any 
Caſes in the Book, upon Payment: of, one 
Guinea more. 

It is neceſſary to premiſe, that thoſe, who! 
intend to read this Treatiſe, are defired to 
peruſe the following Calculations ; and they 
need only charge their Memories with thoſe” 
that are, marked with a N. B. upon which 


the whole Reaſoning of this Treatiſe de- 
pends. 
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Car curArroxs, directing with moral 
Certainty, how to play well any Hand 
or Game, by ſbewing the Chances of 


your Partners havi Ng 1, 2, or 3 cer- 
tain Cards. 


For EX AMPLE. 


1. WOU'D know what is the Chance 
of his having one certain Card ? 


Anſwer. _ 32 
That he has it not is N. B. 2 to 1 


II. I would know what is the Chance of 
his having two certain Cards? | 
againſt. for 


-» Anſwer. | bim him 
That he has 1 of them only, is 31 to 26 
That he has not both of them, 179 2 
But that he has 1 or both 1s about? I 
5 to 4, or N. B. 8 5 445 

III. I would alſo know, what are the 
Chances of his having 3 certain Cards? 


=_ Anf. Wy. « for agai inf 
4 That he holds one of them on- 1 


him him 
=. ly, is 325 for him, to 378 againſt & © to 7 
| 1 him, or about 


That he has not 2 of them only, 8 


is 136 for him, to 347 Wen 7 
him, or about | 
= That he has not all 3 of them, 
= is 22 for him,, to 681 againſt x 31 


him, or about 


the Ga a Wars. 2 


But that he has 1 or 2 of them 1 —_— 
is 481 for him to 222 againſt th13 39 
him, or about 
And that he has 1, 2, or all MAY _ 
of them is about 5 
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An Explanation and Application f the 
Calculations, neceſſary to be underfiood 


by thoſe who are to read this Ti 8 


Firſt CALCULATION. 


] T is 2 to 1 that my Partner has not one 
certain Card, 

To apply this Calculation, let us ſuppoſe 
the right-hand Adverſary leads a Suit, of 
which you have the King, and one ſmal! 
Card only, you may obſerve that it ĩs 2 to 
1 by putting on your King, that the left- 
hand Adverlary cannot win it. 

Again, let us ſuppoſe, that you have the 
King, and three ſmall Cards of an, Suit, 
likewiſe the ueen, and three ſmall Cards 
of any Suit, I would know which is the 
beſt Suit to lead from; Anſwer, from the 
King, becauſe it 1s 2 to 1 that the Ace does 
not lye behind you; but it 1s 5 to 4 that 
the Ace or King of any Suit, lies behind 
you, and conſequently, by leading. from 


your Queen-ſuit, you play to a Diladvan- 
tage. 
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2d. CALCULAT1ON, It is 5 to 4 at leaſt 
that your Partner has 1 Card out of any 2 
certain Cards; the like Odds is in favour 
of your right-hand and left-hand Adverſa- 
ries ; therefore, ſuppoſe you have 2 Ho- 
nours in any Suit, and knowing it is 5 to 4 
that your Partner holds one of the other 2 
Honours, you do by this Knowledge, play 
your Game to a greater Degree of Eer⸗ 
tainty. 

Again, let us ſuppoſe that you have the 
Queen and 1 ſmall Card in any Suit only, 


and that your right-hand Adverſary leads 


that Suit, if you put on your Queen, it 1s 
5 to 4 that your left-hand Adverſary can 


win it, and therefore you play 5 to 4 to 


your Diſadvantage. 
3d. CAcuLAT10n. It is 5 to 2 that your 
Pong has 1 Card out of any 3 certain 
Cards. 
Therefore, ſuppoſe you have the Knave 
and 1 ſmall Card dealt you, and that your 


' right-hand Adverſary leads from that Suit, 


if you put on the Knave, it is 5 to 2 that 
your left-hand Adverſary has either Ace, 
King, or Queen of the Suit led, and there- 
tore you play 5 to 2 againſt yourſelf; be. 
ſides, there is a further Conſideration, by 
making a Diſcovery to your right-hand 
Adverſary, he fineſſes upon your Partner 


And 
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And in order to explain the Neceſſity 
there is, of putting the loweſt of Sequences 
in all the Suits led, let us ſuppoſe that your 
Adverſary led a Suit, of which you have 
King, Queen, and Knave, or Queen, Knave, 
and Ten; by putting on your Knave of the 
Suit of which you have King, Quęen, and 
Knave, it gives your Partner an Opportu- 
nity of calculating the Odds for and againſt 
him in that Suit, and alſo in all inferior 
Suits of which you have Sequences. 

A farther Uſe to be made of the forego- 
ing Calculation, let us ſuppoſe, that you 
have the Ace, King, and 2 ſmall Trumps, 
with a Quint- major or 5 other winning Cards 
in your Hand in any Suit, and that you 
have played Trumps two Rounds, and that 
each Perſon followed Trumps ; in this 
Caſe, thereare 8 Trumps out, and 2 Trumps 
remaining in your Hand, which make 10, 
and 3 Trumps which are divided between 
the remaining 3 Players, of which 3 Trumps 
the Odds is 5 to 2 in your Favour that 
your Partner has ; and therefore out of 
7 Cards in your Hand you are intitled to 


win 5 Tricks. ; 
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SELECT eee 


Some CoMpuTATIONS for laying of 
your Money at the Game of Wulsr. 


With the Deal. 
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With the Deal. 
8 to 7 is above 13 3 to 2 
9 to 7 is about — 12 to 8 


— — — 


| 

| $ to , upon the beſt Computation made 

ö at preſent, is about 3 and a half in the 

ö Hundred, in Favour of 8 with the Deal; 
| againſt the Deal, the Odds is ſtill, tho ſmall, 

| 

| 


— 


in Favour of 8. 
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The Laws of the Game at WIS r. 

I, TE any Perſon plays out of his Turn, it 

it is in the Option of either of his ad- 
verſaries to call the Card ſo play'd, at any 
time in that Deal, provided it does not make 
him revoke; or if either of the adverſe 
Party is to lead, he may deſire his Partner 
to name the Suit he chuſes to have him 
lead, and when a Suit is then named, the 
Partner muſt play it if he has it. 

2. No Revoke to be claimed till the 

Trick is turn'd and quitted, or the Party 
who revoked, or his Partner, have played 
again. 
3. If a Revoke happens to be made the 
adverſe Party may add 3 to his Score, and 
the revoking Party, provided they are up, 
notwithſtanding the Penalty, muſt remain 
at 9: The Revoke takes place of any other 
Score of the Game. ee ny 


4. 


the GAME of WuisT. 


If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Par- 
ties. may call a new Deal ; and they-are-at 
liberty to conſult each other whether they 
will have a new Deal. 

5. After the Trump · Card is ſeen, no Bo- 
dy ought to remind his Partner to call. 

6. If the Trump - Card is ſeen, no Ho- 
nours in the preceding Deal can be ſet up, 
unleſs they were before claimed. 

7. If any Perſon ſeparates a Card from 
the reſt, either of the adverſe Parties may 
call it, provided he names it, and proves 
the Separation; but in caſe he calls a wrong 
Card, either of the adverſe Parties may 
once call the higheſt or loweſt Card in any 
Suit led during that Deal. 

8. Each Perſon ought to lay his Card be- 
fore him; after he has done ſo, if either of 
the adverſe Parties mix their Card with 
his, his Partner is intitled to demand each 
Perſon to lay his Card before him; but not 
to enquire who played any particular Card. 

9. If any Perſon revokes, and before the 
Cards are turned, diſcovers it, the adverſe 
Party may call either the higheſt or the low- 
eſt Card of the Suit led, or have their Op- 
tion, to call the Card then played at any 
other time, when it does not cauſe a Re- 


voke, | 
10. 
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10. It a Card in dealing is turn'd up, 
it is in the Option of the adverſe Party to 


call a new Deal, unleſs they, or either of 


them, have been the Cauſe of turning up 
ſuch Card, in which caſe the Dealer has the 


Option. 


11. If the Ace, or any other Card of any 
Suit is led, and it ſhould fo happen that the 


laſt Player plays out of his Turn, whether 


his Partner has any of the Suit led or not 
(provided you do not make him revoke) he 
is neither intitled to trump it, nor to win 


that Trick. 


12. If a Card is faced in the Pack, they 
muſt deal again, except it is the laſt Card. 
13. None of the Players are to take up, 


or look at their Cards, while any Perſon is 


dealing, and if the Dealer ſhould happen 
to miſs Deal, in that caſe he ſhall deal again, 
and if a Card is turned up in dealing, no 
new Deal is to be call'd. | 

14. When a Card is led, it- one of the 
Adverſaries plays out of his Turn, his Part- 
ner is not to win the Trick, if he can avoid 
it without revoking. 

15. Every Perſon ought to ſee that he 


has 13 Cards dealt him; therefore, if any 
one ſhould. happen to have only 12 Cards, 


and does not find it out till ſeveral Tricks 


are played, and that the reſt of the Players 
have their right Numbers, the Deal ſtands 


good; 
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good; and alſo the Perſon who plays with 
12 Cards, is to be puni{h'd for each Revoke |j 
in caſe he has made any, but if any of the lf 
reſt of the Players ſhould happen to have | 
14 Cards, in that Caſe the Deal is void. 
16. If any Perſon throws his Cards upon 
the Table, with their Faces upwards, upon 
Suppoſition that he has loſt the Game, if 
his Partner does not give up the Game, the 
Adverſaries have it in their Power to call 
any of thoſe Cards, when they think proper, 
4-0 they do not make the Party re- 
voke, | 
17. A and B are Partners againſt C and 
D. A leads a Club, his Partner B plays 
before the Adverſary C; in this Caſe D has 
a right to play before his Partner C, becauſe - 
B played out of his Turn. Sue 
18. If any Perſon is ſure of winning 
every Trick in his Hand, he may ſhew his 
Cards upon the Table, but ſhould it ſo 
happen that he has any loſing Card in his 
Hand, he is then liable to have all his Cards 
called.” | * 
19. No Perſon ought to aſk his Part- 
ner whether he had played an Honour, while 
the Cards are playing. | 
20. A and B are Partners againſt C and 
D. A leads a Club, C plays a Spade, B plays 
the King of Clubs, and D plays a Club, C 
diſcovers he has revoked before the Trick 
is turn'd. Query, 


R 
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Query, What is the Penalty ? bo 

B may take: up his Card again, and ſo 
may D, and either A or B have it in their 
Option to oblige C to play the higheſt or 
loweſt Card of the Suit led. 

21. If any Perſon calls at the Point of 8, 
and his Partner anſwers, and both the oppo- 


ſite Parties have thrown up their Cards, and 


it appears that the other Side had not 2 by 
Honours, in this Caſe, they may conſult 
with one another about it, and are at liberty 
to ſtand the Deal or not. 

22. And if any body anſwers, when he 
has not an Honour, the adverſe Party may 
conſult with one another about it, and are 
at liberty to ſtand the Deal or not. | 

23. No Perſon may take new Cards in 
the middle of a Game, without the Conſent 
of all Parties. 

24. The Dealer ought to leave to view 
upon the Table his trump Card, till it is 
his Turn to play, and after he has mix'd it 
with his other Cards, no body 1s -entitled 
to demand what Card is turn'd up, but may 
aſk what is Trumps ; this Conſequence at- 
tends ſuch a Law, that the Dealer cannot 


name a wrong Card, which otherwiſe: he 
might have done. 
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Some GENERAL RULES 10 be obſerved 
by BEGINNERS, 


| | J. | 
W HEN you lead, begin with the beſt 
Suit in your Hand; if you have a Se- 
quence of King, Queen, and Knave, or Queen, 
Knave and Ten, they are ſure Leads, and ne- 
ver fail gaining the Tenace to yourſelf or Part · 
ner in other Suits; and begin with the higheſt 
of the Sequence, unleſs you have 5 in 
Number: In that Caſe play the loweſt (ex- 
cept in Trumps, when you muſt always 
play the higheſt) in order to get the Ace 
or King out of your Partner's or Adverſary's 
Hands, by which means you make room 
for your Suit. - 


If you have 5 of the ſmalleſt Trumps, 
and not one good Card in the other Suits, 
trump out, which will have this good Con- 
ſequence at leaſt, to make your Partner the 
laſt Player, and by that Means gives him- 
the Tenace. 35 8 


If you have 2 ſmall Trumps only, with 
Ace and King of two other Suits, and a 
Deficiency of the fourth Suit, make as many 

. 'S 


Tricks * 
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Tricks as you can immediately; and if 
your Partner refuſes either of your Suits, do 
not force him, becauſe that may weaken 
his Game too much. hy 

I 


You need ſeldom return your Partner's 


Lead, if you have good Suits of your own 


to play, unleſs it be to endeavour to ſave or 
win a Game : What is meant by good Suits, 
is in caſe you ſhould have Sequences of 
King, Queen, and Knave, or Queen, Knave, 
and Ten. 

. 


If you have each 5 Tricks, and you are 
aſſured of getting 2 Tricks, in your own 
Hand, do not fail winning them, in Ex- 
pectation of ſcoring 2 that Deal; becauſe, if 
you loſe the odd Trick, it makes 2 diffe- 
rence, and you play 2 to 1 againſt yourſelf. 

An Exception to the foregoing Rule is, 
when you ſee a Probability either of ſaving 
your Lurch or winning the Game, in either 
of which Caſes you are to riſk the odd Trick. 

VI. 

When you have a Probability of winning 
the Game, always riſk a Trick or two, be- 
cauſe the Share of the Stake, which your 
Adverſary has by a new Deal, will amount 
to more than the Point or two which you 
riſk by that Deal. 

1 he foregoing Caſe refers to Chap, VI. 
Caſe 1, 2, 3» 4» 5» 6. I 
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If your Adverſary is 6 or 7 Love, and 
you are to lead, your Buſineſs in that Caſe 
is to riſk a Trick or two, in hopes of putting 
your Game upon an Equality; therefore, 
admitting you have the Queen or Knave, 
and 1 other Trump, and no good Cards in 
other Suits, play out your Queen or Knave 
of Trumps, by which Means you will 
ſtrengthen your Partner's Game, if he is 
ſtrong in Trumps ; if he is weak, you do 
him no Injury. f 
VIII. 


If you are 4 of the Game you muſt play 


for an odd Trick, becauſe it ſaves one half 
of the Stake which you play for; and, in 
order to win the odd Trick, tho' you are 
pretty ſtrong in Trumps, be cautious how 
you trump out. What is meant by Strength 
in Trumps, is, in caſe you ſhould have 1 
Honour and 3 Trumps. 
IX. 
If you are 9 of the Game, and tho' ver 
ſtrong in Trumps, if you obſerve your 
Partner to have a Chance of trumping any 
of your Ad verſary's Suits; in that Caſe do 
not trump out, but give him an Opportu- 
nity of trumping thoſe Suits. If your Game 
is ſcored 1, 2, or 3, you muſt play the Re- 
verſe; and alſo at 5, 6, or 7 ;- becauſe in 
theſe two laſt recited Caſes you play for more 
than 1 Point, C 2 X. 
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If you are haſt Player, and find that the 
third Hand cannot put up a good Card to 
his Partner's Lead, admitting you have 
no good Game of your own to play, return 
the Lead upon the Adverſary, which gives 
your Partner the Tenace in that Suit, and 
often obliges the Adverſary to change Suits, 
and conſequently gains the Tenace 1 in that 
new Suit allo, I 


If you have Ace, King, and four ſmall 

; Trumps, begin with a ſmall one; becauſe 

it is an equal Wager that your Partner has 

a better Trump than the laſt Player; if ſo, 

you have three Rounds of Trumps; if not, 

you cannot fetch out all the Tos. 
XII. 

If you have Ace, King, Knave, and three 
ſmall Trumps, begin with the King, and 
then play the Ace, (except one of the Ad- 
verſaries refuſes Trumps) becauſe the Odds 
is in your favour, that the Queen falls. 

XIII. 
If you have King, Queen, and four ſmall 
Trumps, begin with a ſmall one, becauſe 
the Odds is on your Side that yous Partner 
has an Honour. 


XIV, 

Tf you have King, Queen, Ten, and three 
{mall Trumps, begin with the King, = 
cauſe 
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cauſe you have a fair Chance that the Knave 
falls in the ſecond Round, or you may wait 
to fineſs your Ten upon the Return of 
Trumps from your Partner. 
Refers to Chap. VII. Caſe 1, 2, 3. 
| XV. 1 | 

If you have Queen, Knave, and four 
ſmall Trumps, begin with a ſmall one, be- 
cauſe the Odds is in your favour that your 
Partner has an Honour, 

XVI. 

If you have Queen, Knave, Nine, and 
three ſmall Trumps, begin with the Queen, 
becauſe you have a fair Chance that the 
Ten falls in the ſecond Round ; or you may 
wait to fineſs the Nine. 

Refers to Chap. VII. Caſe 1, 2, . 

N NI. 

If you have Knave, Ten, and four ſmall 
Trumps, begin with a ſmall one, for bay 
Reaſons aſſigned | in Ne. g. 

3 %% 

If you have Knave, Ten, Eight, and three 
ſmall Trumps, begin with the Knave, in 
order to prevent the Nine from making a 
Trick, and the Odds is in your favour that 
the three Honours fall in two Rounds. 

XIX. | 

If you have fix T of a lower De- 
nomination, you are to begin with the low- 
eſt, unleſs you ſhould have Ten, Nine, and 

C3 Eight, 


and no ill Conſequ 
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Eight, and an Honour turns up againſt you; 
in that Caſe, if you are to play through the 
Honour, begin with the Ten, which. obli- 
ges the Adverſary to play his Honour to 
his Diſadvantage, or leaves it in your Part- 
ner's Option 1 will paſs? it or not, 
If you have Ace, King, _ three ſmall 
Twmpe, begin with a ſmall one, for the 
Reaſons aſſigned in NC. 15. 
XXI. 
If you have Ace, King, and Knave, and 
two ſmall Trumps, begin with the King, 


| which, next to a moral Certainty, ſhews to 


your Partner that you have Ace and Knave 
remaining; and, by putting the Lead into 
your Partner's Hand, he plays you a Trump, 
upon which you are to fineſs the Knave, 
ence can attend ſuch 
Play, except the Queen lies behind you 


ſingle. 


Kefers to Chap. VII. Caſe 1, 2, 3. 
XXVII. | 

1 you have King, Queen, and three ſmall 
Trumps, begin with a ſmall one, for the 
2 Reaſons in N®. 15. 

XXIII. 

If you have King, Queen, Ten, and two 
fmall Trumps, begin with the King, for 
the Reaſons aſſigned in No. 217. 


XXIV. 
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XXIV. 
II. you have Queen, Knave, and three 
ſmall Trumps, begin with a ſmall one, for 
the Reaſons aſſigned in NA. 1. 


XXV. 
If you have Queen, Knave, Nine, and 
two ſmall Trumps, begin with the Queen, 


for the Reaſons aſſigned in Ne. 16. 


If you have Knave, Ten, and three ſmall 
. 4 ag begin with a ſmall one, for the 
Reaſons aſſigned in Ns. 15. 

XXVII. 

If you have Knave, Ten, Eight, and two 
ſmall Trumps, begin with the Knave, be- 
cauſe in two Rounds of Trumps it is Odds 
but that the Nine falls; or, upon the Re- 


turn of Trumps from your Partner, you 
may fineſs the Eight. 


XXVIII. 

If you have five Trumps, of a lower De- 
nomination, it is the beſt Play. te begin with 
the loweſt, unleſs you have--a Sequence, of 
Ten, Nine, and Eight ; in that Caſe, begin 
with the higheſt of the Sequence, 


XXL, + -- 

If you have Ace, King, and two ſmall 
Trumps, begin with a ſmall- one, ter the 
1 aſſigned in N% 15 
C4 EXE. 
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XXX. 

If you have Ace, King, Knave, and one 
ſmall Trump, begin with the King, for the 
Reaſons aſſigned in N9. 21. 

XXXI. 

If you have King, Queen, and two ſmall 
Trumps, begin with a ſmall one, for the 
Reaſons aſſigned in N. 15, 

XXX11, 

If you have King, Queen, Ten, and one 
ſmall Trump, begin with the King, and 
wait for the Return of Trumps from your 
Partner, when you are to fineſs your Ten, 
in order to win the Knave. 

2 * INH; 

If you have Queen, Knave, Nine, and 


one ſmall Trump, begin with the Queen, 


in order to prevent the Ten from making a 


Trick, 

„ | 
If you have Knave, Ten, and two ſmall. 
Trumps, begin with a ſmall one, for the 

Reaſons aſſigned in N®. 15. 
XXXV. 5 
If you have Knave, Ten, Eight, and one 
ſmall Trump, begin with the Knave, in or- 
der to prevent the Nine from making a 


Trick. | 
| XXXVI. . 
If you have Ten, Nine, Eight, and one 
ſmall Trump, begin with the Ten, which 
e leaves 


— 
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leaves it in your Partner's Diſcretion, whe- 
ther he will paſs or not. s 
| XXVXVII. | 
If you have Ten and three ſmall Trumps, 
begin with a ſmall one. 


bobobbob bobs: bob: Mee 
C HAP. . 


Some PAR TICVLARRUL Zs 0 be 
ober ved. 
I 


I F you have Ace, King, and four ſmall 
Trumps, with a good Suit, you muſt 
play three Rounds of Trumps, otherwiſe 
you may have your _ Suit trumped. 
If you have King, Queen, and four ſmall 
Trumps, with-a good Suit, trump out with 
the King, becauſe, when you have the Lead 
again, you will have three Rounds of 
Trumps. * | 


If you have King, Queen, Ten, and 
three ſmall Trumps, with a good Suit, 
trump. out with the King, in Expectation of 
the Knave's falling at the ſecond Round ; 
and do not wait to fineſs the Ten, for fear 
your ſtrong Suit ſhould be trumped. 

| N 5 

If you have Queen, Knave, and three 
ſmall Trumps, with a good Suit, trump out 
with a ſmall one. V. 
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V. 

If you have Queen, Knave, Nine, and 
two ſmall Trumps, with a good Suit, trump 
out with the Queen, in Expectation of the 
Ten's falling at the ſecond Round ; and do 
not wait to fineſs the Nine, but trump out a 
ſecond time, for the Reaſons aſſigned in 
Caſe III. in this Chapter. 

e 

If you have Knave, Ten, and three ſi mall 
Trumps, with a good Suit, trump out with 
a {mall one. 

VII. 


If you have Knave, Ten, Eight, and two 
ſmall Trumps, with a good Suit, trump out 
with the Knave, in Expectation of the 
Nine's falling at the ſecond Round. 

-, > WIE | | 

If you have Ten, Nine, Eight, and one 


ſmall Trump, with a good Suit, trump out 


with the Ten, 


— 3 * i 1 £4.48 


PazrTz 215 x phi Ki 155 Manner 
in which they are to be played, after a 
Learner has made ſome Progreſs in 
the Game. 


I. 
8 U P POSE you are elder Hand, and 
that your "ol conſiſts of King, Queen, 


and Knave, of one Suit, Ace, King, _— 
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and two ſmall Cards of another Suit, King 
and Queen of the third Suit, and three ſmall 
Trumps : Query, How is this Hand to be 
played ? You are to begin with the Ace of 
your beſt Suit (or a Trump) which informs 
your Partner that you have the Command 
of that Suit; but you are not to proceed 
with the King of the ſame Suit, but you 
muſt play a Trump next; and if you find 
your Partner has no Strength to ſupport you 
in Trumps, and that your Adverſary plays 
to your weak Suit, viz. the King and Queen 
only, in that Caſe play the King of the 
Suit which belongs to the beſt Suit ; and 
if you obſerve a Probability of either your 
Adverſaries being likely to trump that Suit, 
proceed then and play the King of the Suit 
of which you have King, Queen, and Knave: 
If it ſhould fo happen, that your Adverſaries 
do not play to your weakeſt Suit, in that 
Caſe, tho* apparently your Partner can give 
you no Aſſiſtance in Trumps, purſue your 
Scheme of trumping out as often as the Lead 
comes into your Hand ; by which Means, 
ſuppoſing your Partner to have but two 
Trumps, and that your Adverſaries have 
four each, by three Rounds of Trumps, 
there remain only two Trumps againſt you, 


n. 
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: II 


Elder Hand. | 

Suppoſe you. have. Ace, King, Queen, 
and one {ſmall Trump, with a Sequence from 
the King of fave in another Suit, with four 
other , Cards of no Value, Begin with the 
Queen of Trumps, and purſue the Lead 
with the Ace, which demonſtrates to your 
Partner that you have the King : And as it 
would be bad Play to purſue Trumps the 
third Round, till you have firſt gained the 
Command of your great Suit, by ſtopping 
thus, it likewiſe informs your Partner that 
you have the King and one Trump only 
remaining; becauſe, if you had Ace, King, 
Queen, and two Trumps more, and Trumps 
went round twice, you could receive no 
Damage by playing the King the third 
Round. When you lead your Sequence, 
begin with the loweſt, becauſe if your Part- 
ner has the Ace, he plays it, which makes 
room for your Suit. And ſince you have 
let your Partner into the State of your 
Game, as ſoon as he has the Lead, if he has 
a Trump. or two remaining, he will play 
Trumps to you, with a moral Certainty 
that your King clears your Adverſaries 
Hands of all their Trumps, | 


III. 


——— — — 
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| III. 
Second Player. 

Suppoſe you have Ace, King, and two 
ſmall Trumps, with a Quint-Major of ano- 
ther Suit; in the third Suit you have three 
ſmall Cards, and in the fourth Suit one. 
Your Adverſary on your Right- hand be- 
gins with playing the Ace of your weak 
Suit, and then proceeds to play the King: 
In that Caſe, do not trump it, but throw 
away a loſing Card, and if he proceeds to 
play the Queen, throw away another loſing 
Card; and do the like the fourth Time, in 
hopes your Partner may trump it, who will 
in that Caſe play a Trump, or will play to 
your ſtrong Suit: If Trumps. are played, 
go on with them two Rounds, and then 
proceed to play your ſtrong Suit, by which 
Means, if there happen to be four Trumps 
in one of the Adverfary's Hands, and two 
in the other, which is nearly the Caſe, your 
Partner being entitled to have three Trumps 
out of the nine, conſequently there remain 
only ſix Trumps between the Adverſaries; 
your ſtrong Suit forces their beſt Trumps, 
and you have a Probability of making the 
odd Trick in your own Hand only; whereas 
if you had trumped one of your Adverſaries 
beſt Cards, you had ſo weakened your 
Hand, as probably not to make more than 
five Tricks without your Partner's — 

D 5 
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IV. 

Suppoſe you have Ace, Queen, and three 
ſmall Trumps; Ace, Queen, Ten, and 
Nine of another Suit; with two ſmall Cards 
of each of the other Suits : Your Partner 
leads to your Ace, Knave, Ten, and Nine; 
and as this Game requires rather to deceive 
your Adverſaries, than to inform your Part- 
ner, put up the Nine, which naturally leads 
the Adverſary to play Trumps, if he wins 
that Card. As ſoon as Trumps are played 
to you, return them upon your Adverſary, 
keeping the Command in your own Hand. 
If your Adverſary who led Trumps to you, 
puts up a Trump which your Partner can- 
not win, if he has no good Suit of his own 
to play, he will return your Partner's Lead, 
imagining that Suit lies between his Partner 
and yours; if this Fineſs of yours ſhould 
| ſucceed, you will be a great Gainer by it, 
but ſcarcely. poſſible to be a Loſer. 

1 4 | 

Suppoſe you have Ace, King, and three 
ſmall Trumps, with a Quart from a King, 
and two ſmall Cards of another Suit, 
and one ſmall Card to each of the other 
Suits z your Adverſary leads a Suit of 
which your Partner has a Quart- Major; 
your Partner puts up the Knave, and then 
proceeds to play the Ace: You refuſe to 

that Suit by playing your looſe Card; when 
85 your 
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your Partner plays the King, your Right- 
hand Adverſary trumps it, ſuppoſe with the 


Knave or Ten, do not over-trump him, 
which may probably loſe you two or three 


Tricks by weakening of your Hand: But 


if he leads to the Suit of which you have 


none, trump it, and then play the loweſt of 


your Sequence, in order to get the Ace 
either out of your Partner's or Adverſaries 
Hand; which accompliſhed, as ſoon as 
you get the Lead, play two Rounds of 
Trumps, and then proceed to play your 
ſtrong Suit. Inſtead of your Adverſaries 
playing to your weak Suit, if he ſhould play 
Trumps, do you go on with them two 
Rounds, and then proceed to get the Com- 
mand of your ſtrong Suit. But you will 
ſeldom find this laſt Method e ex- 
cept by moderate Players. 


NZ: 2 e OED 8 8 WES) 
CHAP. Iv: 


Games to be played with certain Obſt r- 
vations, whereby you are aſſured that 
your Partner has no more of the Suit 


played ei 8 by yourſelf or him. 


Firſt Example. 


QUPP * you lead from Queen, Ten, 
Nine, and two ſmall Cards of any Suit; 
the ſecond Hand puts on the Knave, your 
* Partner 


— 
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Partner plays the Eight; in this Caſe, you 


having Queen, Ten, and Nine, it is a De- 
monſtration, if he plays well, that he can 
have no more of that Suit. Therefore, by 
that Diſcovery, you may play your Game 
accordingly, either by forcing him to trump 
that Suit if you are ſtrong in Trumps, or 
by playing ſome other Suit. 


II. Second Example. 

Suppoſe you have King, Queen, and Ten 
of a Suit, and you lead your King, your 
Partner plays the Knave, this demonſtrates 
he has no more of that Suit. 


III. Third Example, which varies from 
I, be two former. 
Suppoſe you have King, Queen, and 


many more of a Suit, and you begin with 


the King, in ſome Caſes it is good Play in 


a Partner, when he has the Ace and one 
ſmall Card in that Suit only, to win his 
Partner's King with his Ace; for ſuppoſe 
he is very ſtrong in Trumps, by taking his 
Partner's King with the Ace, he trumps 
out, and after he has clear*d the Board of 
Trumps, he returns his Partner's Lead, and 
having parted with the Ace of that Suit, 
he has made room for his, Partner to make 
that whole Suit, which poſſibly could not 
have been done if he had kept the Com- 
mand in his Hand. 

| And 


ia L145 <= 


the GAME of WmisT, 29 


And ſuppoſing his Partner has no other 
ood Card in his Hand befides that Suit, 
e loſes nothing by the Ace's taking of his 

King ; but if it ſhould ſo happen that he 
has a good Card to bring in that Suit, he 
gains all the Tricks which he makes in that 
Suit, by this Method of Play ; and as your 
Partner has taken your King with the Ace, 
and trumps out upon it, you have Reaſon 
to judge he has one of that Suit to return 
you, therefore do not throw away any of 
that Suit, even to _ 4 King or Queen 
guarded. 


ee A: $2345: nens 

WT CHAP. V. 

22 Games both to endeavour. to 
deceive and diftreſs your Adverſartes, 


and to demonſtrate your Game to your 
Partner. 


I. Firſt Example. 


QC UPPOSE I play the Ace of a Suit 
of which I have Ace, King, and three 
ſmall ones; the laſt Player does not chuſe 
to trump it, having none of the Suit; if T 
am not ſtrong enough in Trumps, I muſt 
not play out the King, but keep the Com- 
mand of that Suit in my Hand by playing 
of a ſmall one, which I muſt do in order 

to weaken his Game. 
D 3 IL Second 


> 
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II. Second Example. 

If a Suit is led of which I have none, and 
a moral Certainty that my Partner has not 
the beſt of that Suit, in order to deceive 
the Adverſary I throw away my ſtrong 
Suit; but, to clear up Doubts to my Part- 
ner, when he has the Lead I throw away 
my weak Suit, This Method of Play will 
generally ſucceed, unleſs you play with very 
good Players, and even with them, you 
will oftener gain than loſe by this Method 
of Play. 


e 
Particular Games to be played, by which 
you run the Riſk of loſing one Trick 
only to gain three. 
I. Firſt Example. ä 
SU PPOSE Clubs to be Trumps, a 
Heart is played by your Adverſary; 
your Partner having none of that Suit, 
throws away a Spade; you are then to judge 
his Hand is compoſed of Trumps and Dia- 
monds; and ſuppoſe you win that Trick, 
and being too weak in Trumps, you dare 
not force him; and ſuppoſe you {hall have 
King, Knave, and one ſmall Diamond; and 
further ſuppoſe. your Partner to have Queen 
and five Diamonds; in that Caſe, by throw- 


ing 
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ing out your King, in your firſt Lead, and 
your Knave in your ſecond, your Partner 
and you may win five Tricks in that Suit; 
whereas if you had led a ſmall Diamond, 
and your Partner's Queen having been won 
with the Ace, the King and Knave remain- 
ing in your Hand, obſtructs his Suit: And 
tho* he may have the long Trump, yet, 
by playing a ſmall Diamond, and his long 
Trump having been forced out of his Hand, 
you loſe by this Method of Play three 
Tricks in that Deal. 


II. Second Example. 


Suppoſe, in the like Caſe of the former, 
you ſhould have Queen, Ten, and one ſmall 
Card in your Partner's ſtrong Suit ; which 
is to be diſcover'd by the former Example; 
and ſuppoſe your Partner to have Knave 
and five ſmall Cards in his ſtrong Suit 
you having the Lead are to play your 
Queen, and when you play again you are 
to play your Ten; and ſuppoſe him to have 
the long Trump, by this Method he makes 
tour Tricks in that Suit, but ſhou'd you 
play a ſmall one in that Suit, his Knave 
being gone, and the Queen remaining in 
your Hand in the ſecond Round of playing 
that Suit, and the long Trump being forced 
out of his Hand, the Queen remaining in 
your Hand obſtructs the Suit, by which 

| Method 
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Method of Play you loſe three Tricks in 
that Deal. 


III. Third Example. 


In the former Examples you have been 
ſuppoſed to have had the Lead, and by 
that Means have had an Opportunity of 
throwing out the beſt Cards in your Hand 
of your Partner's ſtrong Suit, in order to 
make room for the whole Suit; we will 
now ſuppoſe your Partner is to lead, and 
in the courſe of Play, it appears to you 
that your Partner has one great Suit ; ſup- 
poſe, Ace, King, and four ſmall ones, and 
that you have Queen, Ten, Nine, and a 
very {mall one of that Suit; when your 
Partner plays the Ace, you are to play the 
Nine ; when he plays the King, you are 
to play the Ten; by which means you ſee, 
in the third Round, you make your Queen, 
and having a ſmall one remaining, you do 
not obſtru& your Partner's great Suit; 
whereas if you had kept your Queen and 
Ten, and the Knave have fallen from the 
Adverſaries, you had loſt two Tricks in 
that Deal. 


IV. Fourth Example. 


Suppoſe in the courſe of Play, as in the 
former Caſe, you find your Partner to have 
one great Suit, and that you have King, 
Ten, and a ſmall one of that Suit, your 

Partner 
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Partner leads the Ace, in that Caſe play 
your Ten, and in the ſecond Round your 
King; this Method is to prevent a Poſſibi- 
lity of obſtructing your Partner's great Suit. 


V. Fifth Example. 


Suppoſe your Partner has Ace, King, and 
four ſmall Cards in his great Suit, and that 
you have Queen, Ten, and a ſmall Card 
in that Suit; when he plays his Ace, do 
you play your Ten, and when he plays his 
King, do you play your Queen, by- which 
Method of Play you only riſk one Trick to 
get four, Re 


VI. Sixth Example. 

We will now ſuppoſe you to have five 
Cards of your Partner's ſtrong Suit, viz. 
Queen, Ten, Nine, Eight, and a ſmall 
one; and that your Partner has Ace, King, 
and four ſmall ones; when your Partner 


plays the Ace, do you play your Eight; 


when he plays the King, do you play your 
Nine; and in the third Round, no body 
having any of that Suit, except your Part- 
ner and you, proceed then to play the 
Queen, and then the Ten; and having a 
{mall one remaining, and your Partner two, 
you thereby gain a Trick, which you could 
not have done but by playing the high 
Cards, and. by keeping a ſmall one to play 
to your Partner, 2 | 

Par- 
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Do UDO SDSNSD T2039! 3006 
Clo AP... 
Particular Games to be played when 
your Adverſary turns up an Honour 
on your right Hand, with DiR#c- 
TIONS how to play when an Honour 
is turned up on your left Hand. 
I. Firſt Example. 
SU PPOSE the Knave is turned up on 
your right Hand, and that you have 
King, Queen, and Ten, in order to win the 
Knave, begin to play with your King, by 
which Method of Play, your Partner may 
ſuppoſe you to have Queen and Ten re- 
maining, eſpecially if you have a ſecond 
Lead, and that you do not proceed to play 
your Queen. 
II. Second Example. 


The Knave being 'turn'd up as before, 
and that you have Ace, Queen, and Ten, 
by playing of your Queen, it anſwers the 


like purpoſe of the former Rule. 


III. Third Example. | 


If the Queen is turned up on your right 
Hand, and that you have Ace, King, and 
Knave, by playing your King, it anſwers 


the like Purpoſe of the former Rule. 


IV. Fourth 


* a 


the GAME of Wulst. 35 
IV Fourth Example, 


Suppoſe an Honour is turned up on your 
left Hand, and ſuppoſe you ſhould hold no 
Honour, in that Caſe you are to play Trumps 
through that Honour; but in caſe you 
ſhould hold an Honour (except the Ace) 
you muſt be cautious how you play Trumps, 
. becauſe, in caſe your Partner holds no Ho- 
nour, your Adverſary will play your own 
Game upon you. 


Seb ebeh cee che checke eh: took 


CH AP. VIII. 
A C asE to demonſirate the Danger of 


forcing your Partner. 
8 UPPOSE A and B Partners, and that 
A has a Quint- major in Tramps, with a 
Quint- major, and three ſmall Cards of an- 
other Suit, and that 4 has the Lead; and 


let us ſuppoſe the Adverſaries C and D to 


have only five Frumps 1n either Hand : In 
this Cafe, A having the Lead, wins every 
Trick. 1 
. 

Suppoſe, on the contrary, C has five 
ſmall Trumps, with a Quint- major and 
three ſmall Cards of another Suit, and that 
C has the Lead, who forces A to trump 
firſt, by which means A wins only five 
Tricks. 10 
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II, 
ACass to demonſtrate the Advantage 
by a Saw. 


Suppoſe 4 and B Partners, and that A 
has a Quart-major in Clubs, they being 
Trumps, another Quart-major in Hearts, 
another Quart-major in Diamonds, and the 
Ace of Spades: And let us ſuppoſe the 
Adverſaries C and D to have the following 


Cards, viz. C has four Trumps, eight 


Hearts and one Spade; D has five Trumps 


and eight Diamonds; C being to lead, 


plays an Heart, D trumps it; D plays a 
Diamond, C trumps it; and thus purſuing 
the Saw, each Partner trumps a Quart-ma- 
jor of 4's, and C being to play at the ninth 
Trick, plays a Spade, which D trumps ; 
thus a and D have won the nine firſt Tricks, 
and leave A with his Quart- mor in Trumps 
only. 

The foregoing Caſe ſhews, that when- 
ever you gain the Advantage of eſtabliſhing 


of a Saw, it is your Intereſt to embrace it. 


1 hat follows in this Treatiſe is the Ad- 
dition promiſed.) 
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(Ef JOTOZOFSTOFO IOFOTO FOZOFOFSIOT 
CHAT. AX, 
Containing Variety of CASES, intermixed 
with CALCULATIONS, demonſtrating 
when it is proper, at ſecond Hand, to 
put up the King, Queen, Knave, or 
Ten, with one ſmall Card of any Suit, 
&c. 7 
80 P POSE you have four ſmall Trumps; 
in the three other Suits you have one 
Trick ſecure in each of them; and ſuppoſe 
your Partner has no Trump, in that Caſe 
the remaining Nine Trumps muſt be di- 
vided between your Adverſaries, ſuppoſe 
five in one Hand, and four in the other, 
as often as you have the Lead, play Trumps; 
and ſuppoſe you fhould have four Leads, in 
that Caſe, you ſee, your Adverſaries make 
only five Tricks out of nine Trumps; 
whereas if you had ſuffered them to make 
their Trumps ſingle, they might poſſibly 
have made nine Tricks. ” op 
By this Example you fee the Neceſſity 


there is of taking out two Trumps for one 
upon moſt Occaſions, 5 


Yet there is an Exception to the forego- 
ing Rule, becauſe if you find in the courſe 
of Play that your Adverſaries are very 

E ſtrong 


a, 


38 A ſhort TREATISE on 

ſtrong in any particular Suit, and that your 
Partner can give you no Aſſiſtance in that 
Suit, in fuch a Caſe yoy are to examine 
your own, and alſo your Adverſaries'Scores, 
becauſe by keeping one Trump in your 
Hand to trump ſuch Suit, it may be either 
a means to ſave or win a Game. 


IT. 


Suppoſe you have Ace, Queen, and two 
{mall Cards of any Suit; your right-hand 
Adverſary leads that Suit; in that Caſe, do 
not put up your Queen, becauſe it is an 
equal Wager that your Partner has a bettcr 
Card in that Suit than the third Hand ; if 
ſo, you have the Command of that Suit. 

An Exception to the foregoing Rule 1s, 
in caſe you want the Lead, then you are to 


put up your Queen. 
| III. 


Never chooſe to lead from King, Knave, 
and one ſmall Card in any Suit, becauſe it 
is 2 to 1 that your Partner has not the Ace, 
and alſo 32 to 25, or about 5 to 4 that he 
has Ace or Queen; and therefore as you 
have only about 5 to 4 in your Favour, 
and as you muſt have four Cards in ſome 
other Suit, ſuppoſe the Ten to be the high- 
eſt, lead that Suit, becauſe it is an equal 
Wager that your Partner has a better Card 


in that Suit than the laſt Player; and if the 
| Ace 
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Ace of the firſt- mentioned Suit hes behind 
you, which is an equal Wager it ſhould fo 
happen, in cafe your. Partner has it not, in 
this Caſe, on your Adverſaries leading this 
Suit, you probably make two Tricks in it 
by this Method of Play. 
IV. | 

Suppoſe in the Courſe of Play it appears 
to you, that your Partner and you have 
four or five Trumps remaining, when your 
Adverſaries have none, and that you have 
no winning Card in your Hand, but that 
you have Reaſon to judge your Partner has 
a thirteenth Card, or ſome other winning 
Card in his Hand ; uf that Caſe play a fmall 
Trump, to put the Lead into his Hand, in 
order to throw away any loſing Card in 


your Hand, upon ſuch thirteenth or other 
| 2 Card. 


eee: 


C H AF. Xx. 
Some Directions for putting up at ſecond 
Hand, King, Queen, Knave, or Ten, 
of any Suit, be | 


gU PPOS E you have the King, and 

one ſmall Cars of any Suit, and that 
your right-hand Adverſary plays that Suit; 
if he is a good Player do not put up the 
King, unleſs you want the Lead, becauſe a 


E 2 good 
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good Player ſeldom leads from a Suit of 
which he has the Ace, but keeps it in his 
Hand (after the Trumps are played out) to 
bring in his ſtrong Suit. 
e 


Suppoſe you have a Queen and one 
ſmall Card of any Suit, and that your right- 
hand Ad verſary leads that Suit; do not put 

on your Queen, becauſe, ſuppoſe the Ad- 
verſary has led from the Ace and Knave, 
in that Caſe, upon the Return of that Suit, 
your Adverſary fineſſes the Knave, which 
is generally good Play, eſpecially if his 
Partner has played the King, you thereby 
make your Queen; but by putting on the 
Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and conſe- 
quently puts him upon fineſſing upon your 
Partner throughout that whole Suit. 


II. 


In the former Examples you have been 
informed when it is thought proper to put 
up the King or Queen at ſecond Hand; you 
are likewiſe to obſerve, in caſe you ſhould 
have the Knave or Ten of any Suit, with 
a ſmall Card of the ſame Suit, it is gene- 
rally bad Play to put up either of them at 
ſecond Hand, becauſe it is five to two that 
the third Hand has either Ace, King, or 
Queen of the Suit led; it therefore follows, 


that 
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that as the Odds againſt you is five to two, 
and tho? you ſhow'd ſucceed ſometimes by 
this Method of Play, yet in the main you 
muſt be a Loſer, becauſe it demonſtrates to 
your Adverſaries that you are weak in that 
Suit, and conſequently they fineſs upon your 
Partner throughout that whole Suit. 


IV. 


Suppoſe you have Ace, King, and three 
ſmall Cards of a Suit, your right-hand Ad- 
verſary leads that Suit ; upon which you 
play your Ace, and your Partner plays the 
Knave. In cafe you are ſtrong in Trumps, 
you are to return a ſmall one in that Suit, 
in order to let your Partner trump it: And 
this Conſequence attends ſuch Play, viz. 
you keep the Command of that Suit in your 
own Hand, and at the ſame Time, it gives 
your Partner an Intimation that you are 
ſtrong in Trumps ; and therefore, he may 
play his Game accordingly, either in at- 
tempting to eſtabliſh a Saw, or by trump- 
ing out to you, if he has either Strength in 
Trumps, or the Command of the other Suits, 

| V. 

Suppoſe A and B's Game is ſcored 6; the 
Adverſaries C and D 1s ſcored 7, and that 
9 Cards are played out, of which A and B 
have won 7 Tricks, and ſuppoſe no Ho- 
n ours are reckoned in that Deal; in this 


E 3 Caſe 
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Caſe 4 and B have won the odd Trick, 
which puts their Game upon an Equality; 
and ſuppoſe A to have the Lead, and that 
A has'two of the ſmalleſt Trumps remain- 
ing, with two winning Cards of other 
Suits : And ſuppoſe C and D have the two 
beſt Trumps between them, with two other 
winning Cards in their Hands, Query, How 
are you to play this Game? It is 11 to 3 
that C has not the 2 Trumps, and, likewiſe, 
11 to 3 that D has them not: The Odds 
being ſo much in 4's Favour to win the 
whole Stake, it is his Intereſt to play a 
Trump; for ſuppoſe the Stake to be 70l. 
depending, A wins the whole Stake, if he 
ſucceeds by this Method of Play; but ſhould 
he play the cloſe Game, by forcing Cor D 
to trump firſt, he having won the oddTrick 
already, and being ſure of winning two 
more in his own Hand, by this Method his 
Game will be ſcored 9 to 7, which is a- 
bout 3 to 2, and therefore, A's Share of 
the 70ol. will amount only to 421. and, by 
this Method, A only ſecures 71. Profit; 
but in the other Caſe, upon ſuppoſition 
that 4 and B have 11 to 3 of the Stake de- 
pending, as aforeſaid, by playing his Trump, 
he is intitled to 551. out of the 70l. depend- 


| ing. | 
The 


7 
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The foregoing Caſe being duly attended 
to, may be applied to the like Purpoſe, in 
other Parts of the Game. 


. 8 G0 & C fr N. 
HA $474 


Some DIRE CT10Ns how 70 play when an 
Ace, King, or Queen are turned u 
on your Right-Hand, &c, 5. 


J. 

8 UPPOSE the Ace is turned up on 

your Right hand, and that you have the 
Ten and Nine of Trumps only, with Ace, 
King and Queen of another Suit, and eight 
Cards of no Value, Query, How muſt this 
Game be played ? Begin with the Ace of 
the Suit of which you have Ace, King, and 
Queen, which is an Information to your 
Partner that you have the Command of that 
Suit; then play your Ten of Trumps, be- 
cauſe it is five to two that your Partner has 
King, Queen, or Knave of Trumps ; and 
tho? it is about ſeven to two that your Part- 
ner has not two Honours, yet, ſhould he 
chance to have them, and they prove to be 
the King and Knave, in that Caſe, as your 
Partner will paſs your Ten of Trumps, and 
as it is 13 to 12 againſt the laſt Player for 
holding the Queen of Trumps, upon ſup- 
poſition your Partner has it not, in that 


E 4 Caſe, 
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Caſe, when your Partner has the Lead, he 
plays to your ſtrong Suit, and upon your 
having the Lead, you are to play the Nine 
of Trumps; which puts it in your Partner's 
Power to be almoſt certain of winning the 
Queen, if he lies behind it. 

The foregoing Caſe ſhews, that turning 
up of an Ace againſt you, may be made 
leſs beneficial to your Adverſaries, provided 
you play by this wwe 


If the King or Queen are turned u 
on your Right-hand, the like Method of 
Play may be made uſe of ; but you are al- 
ways to diſtinguiſh the Difference of your 
Partner's Capacity, becauſe a good Player 


will make a proper Uſe of ſuch Play, but 
a bad one ſeldom , if ever. 


III. 

Suppoſe the Adverſary on your Right- 
hand leads the King of Trumps, and that 
you ſhou*d have the Ace and four ſmall 
Trumps, with a good Suit; in this Caſe ' 
it is your Intereſt to paſs the King; and 
tho' he ſhou'd have King, Queen, and 
Knave of Trumps, with one more, if he is 
a moderate Player, he will play the ſmall 
one, imagining that his Partner has the Ace; 
when he plays the ſmall one, you are to 
paſs it, becauſe it is an equal Wager that 
yaur Partner has a better Trump than the 
laſt 
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laſt Player; if ſo, and that he happens to 
be a tolerable Player, he will judge you 
have a good Reaſon for this Method of Play, 
and conſequently, if he has a third Trump 
remaining, he will play it, if not, he will 
play his beſt Suit. 
IV. | 
A Critical Cask to win an odd Trick. 


Suppoſe A and B Partners againſt C and 
D, and ſuppoſe the Game to be Nine all, 
and ſuppoſe all the Trumps are played out, 
A being the laſt Player, has the Ace and four 
other ſmall Cards of a Suit in his Hand, and 
one thirteenth Card remaining ; B has only 
two ſmall Cards of 4's Suit; C has Queen 
and two other ſmall Cards of that Suit; D 
has King, Knave, and one ſmall Card of the 
ſame Suit. A and B have won 3 Tricks, C 
and D have won 4 Tricks; it therefore fol- 
lows that A is to win 4 Tricks out of the 
ſix Cards in his Hand, in order to win the 
Game. C leads this Suit, and D puts up 
the King ; A gives him that Trick, D re- 
turns that Suit, A paſſes it, and C puts up 
his Queen : Thus C and D have won fix 
Tricks, and C imagining the Ace of that 
Suit to be in his Partner's Hand, returns it, 
by which means 4 wins the 4 laſt Tricks, 
and conſequently the Game, 


___ 
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Suppoſe you ſhould have the King and 
five ſmall Trumps, and that your Right- 
hand Adverſary plays the Queen ; in that 
Cafe do not put on your King, becauſe it is 
an equal Wager that your Fartner has the 
Ace; and ſuppoſe your Adverſary ſhou'd 
have Queen, Knave, Ten, and one ſmall 
Trump, it is allo an equal Wager that the 
Ace lies ſingle, either in your Adverſaries 
Hand or Partner's; in either of which Ca- 
ſes it is bad Play to put on your King; but 
if the Queen of Trumps is led, and that you 
ſhou'd happen to have the King, with two 
or three Trumps, it is the beſt Play to put 
on the King, becauſe it is good Play to lead 
from the Queen and one ſmall Trump only; 
and, in that Caſe, ſhou'd your Partner have 
the Knave of Trumps, and your Left-hand 
Adverſaty hold the Ace, your neglecting to 
put on the King is the Loſs of a Trick. 


UP UP LN CN UP UP UP LPN UT UP UN UP APN UN 4» 


e INT. 
The Ten or Nine being turn d up on your 
R:ghbt-hand, CC. $ 
1 


8 UPPOSE the Ten is turned up on 
your Right-hand, and that you ſhou'd 
have King, Knave, Nine, and two ſmall 
Trumps, with eight other Cards of no Va- 
lue, and that it is proper for you to lead 
| Trumps 3 
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Trumps; in that Caſe, begin with the 
Knave, in order to prevent the Ten from 
making of a Trick; and tho' it is about 
five to four that your Partner holds an Ho- 
nour, yet if that ſnould fail, by fineſſing your 
Nine on the Return of Trumps from your 
Partner, you have * Ten in your Power. 
The Nine being turned up on your 
Right hand, and that you ſhould have 
—_— Ten, Eight, and two ſmall Trumps, 
by leading the Knave it anſwers the like 
Purpoſe of the wow! . 
II 
You are to make a wide Difference be- 
tween a Lead of Choice, and a forced Lead 
of your Partner's ; becauſe in the firſt Caſe 
he is ſuppoſed. to lead from his beſt Suit, 
and finding you deficient in that Suit, and 
not being ſtrong enough in Trumps, and 
not daring to force you, he then plays his 
next beſt Suit, by which Alteration of Play 
it is next to a Demonſtration that he is weak 
in Trumps; but ſhou'd he perſevere, by 
playing of his firſt Lead if he is a Mc 
Player, you are to judge him ſtrong} in 
Trumps, and it is a, Direction for you 0 
play your Game accordingly 
There 1s nothing more pernicious .at the 
Game of Whilſt, than to change Suits often, 
| becauſe 
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becauſe in every new Suit you run the Ritk 
of giving your Adverſary the Tenace; and 
therefore, tho* you lead from a Suit of 
which you have Queen, Ten, and three 
ſmall ones, and your Partner puts up the 
Nine only, in that Caſe, if you ſhou'd 
happen to be weak in Trumps, and that 
you have no tolerable Suit to lead from, 
it is your beſt Play to purſue the Lead of 
that Suit, by playing your Queen, which 
leaves it in your Partner's Option Whether 
he will trump it or not, in caſe he has no 
more of that Suit; but in your ſecond Lead, 
in caſe you ſhou'd happen to have the Queen 
-or Knave of any other Suit, with one Card 
only of the ſame Suit, it would be better 
Play to lead from your Queen or Knave 
of either of thoſe Sunts, it being 5 to 2 that 
your Partner has one Honour at leaſt 1 in 
either of thoſe Suits. 
| V. 


If you have Ace, King, and one ſmall 
Card of any Suit, with four Trumps; if 
your right-hand Adverſary leads that Suit, 
paſs it, becauſe it is an equal Wager that 
your Partner has a better Card in that Suit 
than the third Hand; if ſo, you gain a 
Trick by it; if otherwiſe, as you have four 
Trumps, you need not fear to loſe by it, 
becauſe when Trumps are played, you may 
be en to have the long Trump. 

C II A of 
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eee CAC RIS CS e 
CAAP. XIM | 
A.CAUT 10N not to part with the Com- 
mand of your Adverſaries great Suit, __ | 
I. 

1 N Caſe you are weak in Trumps, and 
that it Aa not appear that your Partner 

is very ſtrong in them, be very cautious 
how you part with the Command of your 
Adverſary's great Suit: For ſuppoſe your 
Adverſary plays a Suit of which you have 
King, Queen, and one ſmall Card only, the 
Adverſary leads the Ace, and, upon play- 
ing the ſame Suit, you play your Queen, 
which makes it almoſt certain to your Part- 
ner that you have the King; and ſuppoſe 
your Partner refuſes to that Suit, do not play 
the King, becauſe if the Leader of that 
Suit, or his Partner have the Long Trump, 


you rifk the loſing of three Tricks to get 
one. 
II. 


Suppoſe your Partner has ten Cards re- 
maining in his Hand, and that it appears 
to you, that they conſiſt of Trumps and 
one Suit only; and ſuppoſe you ſhould 
have King, Ten, and one ſmall Card of 
his ſtrong Suit, with Queen and two ſmall 
Trumps ; in this Caſe, you are to judge he 
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has five Cards of each Suit, and therefore 
you ought to play out the King of his ſtrong 
Suit, and if you win that Trick, your next 
beſt Play is, to throw out the Queen of 
Trumps; if that likewiſe comes home, pro- 
ceed to play Trumps: This Method of Play 
may be made uſe of at any Score of the 


Game, except at 4 and 9. 


| III. 
The TRUMP turned up to be remembered. 


It is ſo neceſſary that the Trump turned 


up ſhould be known and remembered, both 


by the Dealer and his Partner, that we 
think it proper to obſerve, That the Dealer 


ſhou'd always ſo place that Card, as to be 


certain of having recourſe to it : For, fup- 
pole it to be only a 3, and that the Dealer 
has two more, viz. the 6 and q, if his Part- 
ner trumps out with Ace and King, he 
ought to play his 6 and 9; becauſe, let us 
ſuppoſe your Partner to have Ace, King, 
and four ſmall Trumps, in this Caſe, by 
your Partner's knowing you have the 5 re- 
maining, you may win many Tricks. 


Your right-hand Adverfary leads a Suit 
of which you have the Ten and two ſmall 
ones; the third Hand puts up the Knave, 
your Partner wins it with the King ; when 
your right-hand leads that Suit again, and 
plays a imall one, do you put on your Ten, 

becauſe 
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becauſe it may ſave your Partner's Ace, 
upon Suppoſition that your right-hand Ad- 
verſary led from the Queen; you will ſel- 
dom fail of Succeſs by this Method of Play. 


V. | 

| Suppoſe you have the beſt Trump, and 
that the Adverſary 4 has one Trump only 
remaining, and that 1t appears to you that 
your Adverſary B has a great Suit; in this 
Caſe, though you permit A to make his 
Trump, yet, by keeping the Trump in your 
Hand, you prevent the Adverſary B from 
making his great Suit; whereas, if you had 
taken out 4's Trump, it had made only one 
Trick difference, but by this Method you 
probably ſave three or four Tricks, 


135 VI. 
The following C As E happens frequently, 

That you have two Trumps remaining 
when your Adverſaries have only one, and 
it appears to you that your Partner has one 
great Suit, in this Caſe always play a Trump; 
tho' you have the worſt, becauſe by re- 
moving the Trump out of your Adverſa- 
ry's Hands, there can be no Obſtruction to 
your Partner's great Suit. 

VII. 

Suppoſe you ſhould have three Trumps when 
no body elſe have any, and that you ſhould 
have only four Cards of any certain Suit re- 

| | F 3 maining z 
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maining ; in this Caſe play a Trump, which 
ſhews your Partner that you have all the 
Trumps, and alſo gives you a fair Chance 
for one of your Adverſaries to throw away 
one Card of the aforeſaid Suit ; by which 
means, ſuppoſing that Suit to have been 
once led, and one thrown away, makes 
Five, and four remaining in your Hand 
makes Nine, there being only four remain- 
ing between three Hands, and your Part- 
ner having an equal Wager to hold a better 
Card in that Suit than the laſt Player, it 
therefore follows, that you have an equal 
Chance to make three Tricks in that Suit, 
which probably could not have been done 
but by this Method of Play. 
VIII. 

Suppoſe you have five Trumps, and ſix 
ſmall Cards of any Suit, and you are to lead; 
the beſt Play is to lead from the Suit of 
which you have ſix, becauſe, as you are 
deficient in two Suits, your Adverſaries 
will probably trump out, which is playing 
your own Game for you; whereas, had 
you begun with playing Trumps, they 
wou'd force you, and conſequently deſtroy 
your Game. | 


CHAP. 
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CHE NS: 
Some Purchaſers of the TREATISE in 
* Manuſcript, diſpoſed of the laſt Winter, 
have defired a further Explanation 
concerning the playing of Sequences ; 
they are explained in the following 
Manner. | 
L = 
N Trumps you are to play the higheſt of 
your Sequences, unleſs you ſhou'd have 
Ace, King, and Queen ; in that Cale play 
the loweſt, in order to let your Partner into 
the State of your Game. 
oy 4 | | 
In Suits which are not Trumps, if you 
have a Sequence of King, Queen, and Knave, 
and two {mall ones; whether you are ſtrong 
in Trumps or not, it is the beſt Play to 
begin with the Knave, becauſe, by getting 
the Ace out of any Hand, you make room 
for the whole Suit. | 
. IN. N 
And in caſe you are ſtrong in Trumps, 
ſuppoling you ſhou'd have a Sequence of 
Queen, Knave, Ten, and two ſmall Cards 
of any Suit; in that Caſe, you ought to 
play the higheſt of your Sequence, becauſe, . 
if either of the Adverſaries ſhou'd trump. 
| F 3 that 
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that Suit in the ſecond Round, by being 
ſtrong in Trumps, you fetch out their 
Trumps, and conſequently . make the Re- 
mainder of that Suit. 

The like Method may be taken, if you 
ſhou'd happen to have a Sequence, by 
Knave, Ten, Nine, and two ſmall Cards of 
any Suit. | * 22 


If you have a Sequence of a King, Queen, 
Knave, and one ſmall Card of any Suit, 
whether you are ſtrong in Trumps, or other- 
wiſe, play your King; and do the like by 
any inferior Sequences, if you have only 
four in Number. 

v 


But if you ſhou'd happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you ſhow'd 
have five in Number; for ſuppoſe your 
Partner to have the Ace of that Suit, he 
then makes it; and where lies the Difference 
whether you or your Partner win a Trick ? 
For if you had the Ace and four ſmall Cards 
of any Suit, and are weak in Trumps, and 
led from that Suit, if you play well, you 
ought to play the Ace; if you are very 
ſtrong in Trumps, you may play your 

Game as backward as you pleaſe ; but if 
0 you are weak in Trumps, you muſt play 
| lf the reverſe, 


VI. 
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| VI. 
Let us explain what is meant by being 
ſtrong or weak in Trumps. | 


If you have Ace, King, and three ſmall 
Trumps. 1 3414 

King, Queen, and three ſmall Trumps. 
Queen, Knave, and three fmall Trumps. 
Queen, Ten, and three ſmall Trumps, 
Knave, Ten, and three ſmall Trumps. 
Queen, and four ſmall Trumps. 

Knave, and four ſmall Trumps, 


In any of the aforeſaid Caſes, you may 
be underſtood to be very ſtrong in Trumps, 
and therefore you may play by the forego» 
ing Rules, being morally aſſured of having 
the Command in Trumps. ; 

If you have two or three ſmall Trumps 
only, we underſtand you to be weak in 
them. 

VII. 


What Strength in Trumps intitles you to 
force your Partner at any Point of the Game. 


Ace, and three ſmall Trumps. 

King, and three ſmall Trumps. 

Queen, and three ſmall! Trumps. 

Knave, and three ſmall Trumps. 

VIII. 

If, by Accident, either you or the Ad- 
verſaries have forced your Partner, (tho 
Jou 
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you are weak in Trumps) if he has had the 
Lead, and does not chooſe to trump out, 
force him on as often as the Lead comes in- 
to your Hand, unleſs you have good Suits 
of your own to play. 

If you ſhould happen to have only two or 
three ſmall Trumps, and that your right- 
hand Adverſary leads a Suit of which you 
have none, trump it, which is an Informa- 
tion to your Partner that you are weak in 
Trumps. * 


Suppoſe you have Ace, Knave, and one 
ſmall Trump, and that your Partner trumps 
to you, ſuppoſe from the King and three 
ſmall Trumps, Query, Whether it is the 
beſt Play to put on the Ace or Knave? And 
ſuppoſe your right hand Adverſary has 
three Trumps, and that your left- hand Ad- 
verſary has the like Number; in this Caſe, 
by fineſſing of your Knave, and playing 
your Ace, if the Queen is on your right- 
hand, you win a Trick by it; but if the 
Queen is on your left-hand, and you ſhou'd 
play the Ace, and then return the Knave, 
admitting your left-hand Adverſary put on 
the Queen, which he ought to do, it 1s 
above 2 to 1 that one of the Adverſaries 
have the Ten, and conſequently you gain 
no Trick by playing thus. 

: XI. 


r — — —ê 
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XI. | 

If your Partner has led from the Ace of 
Trumps, and ſuppoſe you ſhou'd have 
King, Knave, and one ſmall Trump, by 
putting on your Knave, and returning the 
King, it anſwers exactly the like Purpoſe of 
the former Rule. 47 

In other Suits you may practiſe the like 
Method. 

XII. 

If you are ſtrong in Trumps, and that 
you have King, Queen, and two or three 
ſmall Cards in any other Suit, you may lead 
a ſmall one, it being 5 to 4 that your Part- 
ner has an Honour in that Suit; but, if you 
are weak in Trumps, you ought to begin 
with the King. | 

XIII. 


If your right-hand Adverſary leads a 
Suit of which you have King, Queen, and 
two or three ſmall Cards of the ſame Suit, 
you being ſtrong in Trumps, may pals it, 
becauſe it is an equal Wager that your Part- 
ner has a better Card in that Suit than the 
third Hand; if not, by your Strength of 
Trumps, you need not fear making that 


Suit. 
L XIV. | 
If your right-hand Adverſary leads a 
Suit, of which you have King, Queen, and 
one ſmall Card, whether in Trumps or not, 


put 
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put on the Queen: Alſo, if you have Queen, 
Knave, and one ſmall Card, put on the 
Knave; and if you have Knave, Ten, and 
one ſmall Card, put on the Ten. By putting 
up the ſecond beſt, as aforeſaid, your Part- 
ner has an Expectation of your having a 
better Card, or Cards, in the ſame Suit; 
and, by recourſe to the Calculations annex- 
ed to. this Treatiſe, he may be able to judge 
what are the Odds for and againſt him. 

| XV. n 

If you ſhou'd have Ace, King, and two 
ſmall Cards in any Suit, being ſtrong in 
Trumps; if your right-hand Adverſary 
leads that Suit, you may paſs it, becauſe it 
is an equal Wager that your Partner has a 
better Card in that Suit than the third 
Hand; if ſo, you gain a Trick by it; if 
otherwiſe, you need not fear to make your 

Ace and King, by your Strength in 
Inne 
XVI. 


If you ſhou'd have the Ace, Nine, Eight, 
and one ſmall. Trump, and that your Part- 
ner leads the Ten; in that Caſe paſs it, 
becauſe unleſs the three Honours lie behind 
you, you are ſure of making two Fricks ; 
do the like, if you ſhould have the King, 
Nine, Eight, and one ſmall Trump; or the 
Queen, Nine, Eight, and one ſmall Trump. 


XVII, 


* 
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8 il 
In order to deceive your Adverſaries, if 
your right-hand Adverſary leads from a 
Suit, of which you have Ace, King, and 
Queen, or Ace, King, and Knave, put on 
the Ace; becauſe that encourages the Ad- 
verſaries to play that Suit again: And tho? 


you deceive your Partner by this Method 


of Play, you alſo deceive your Adverſaries, 
which is of greater Conſequence in this Caſe; 
becauſe, if you had put on the loweſt of 
the Terce- major, or the Knave in the other 
Suit, your right-hand Adverſary had made 
a Diſcovery that the Strength of that Suit 
was againſt him, and conſequently would 
have changed Suits. 
| XVIII. 
Suppoſe you have Ace, Ten, and one 
ſmall Card, in any Suit; alſo the Ace, 
Nine, and one ſmall Card of any Suit; Query, 
Which of theſe Suits ought you to lead 
from? Anſwer, From the Suit of which you 
have the Ace, Nine, and one ſmall Card; 
for this Reaſon, it being an equal Wager 
that your Partner has a better Card in that 
Suit, than the laſt Player; if not, let us then 
ſuppoſe that your right-hand - Adverſary 
leads from the King, or Queen of the Suit, 
of which you have the Ace, Ten, and one 
{mall Card; in that Caſe, it is an equal Wager 
that your Partner has a better Card in _ 
uit, 
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Suit, than the third Hand; if that happens to 
be the Caſe, upon the Return of the Suit, 
you lie Tenace, and conſequently ſtand a 


fair Chance for three Tricks in that Suit. 
XIX. | 
A Cask to demonſtrate the Tenace. 


Let us ſuppoſe A and B to play at Two- 
handed Whult, and let us ſuppoſe 4 to have 
the Ace, Queen, Ten, Eight, Six, and Four 
of Clubs, which, in caſe B always leads, are 
ſix ſure Tricks. Let us ſuppoſe he has the 
ſame Hand in Spades, which, in caſe B 
always leads, are {ix more ſure Tricks. We 
ſuppoſe B has the Remainder of theſe two 
Suits. 

Let us ſuppoſe to have the ſame Hand 
in Hearts and Diamonds, as A has in Spades 
and Clubs, and that 4 has the Remainder 
of the Hearts and Diamonds, which, in caſe 

A always leads, are twelve ſure Tricks alſo 

to B. | 
The foregoing Caſe ſhews that both 

Hands are exactly equal; and therefore let 
one of them name his Trumps, and lead, he 
wins thirteen Tricks only. 

But if one names the Trumps, and the 
other leads, he that names the Trumps 
ought to win fourteen Tricks. | 

Thoſe who would attain to the playing 
of Whiſt to Perfection, muſt not be content 
| | only 
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only with being a Maſter of the Calculations 
contained in this Treatiſe, and alſo an ex- 
act Judge of all the General and Particular 
Caſes in the ſame; but be a very punctual 
Obſerver of ſuch Cards as are thrown away, 
both by his Partner and Adverſaries, and 
at what time: Whoever attends cloſely to 
theſe Partitulars, is the moſt likely to attain 


17 
4 
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ADICTIONARY for WursT, 
which reſolves almoſt all the Critical 
_ Cafes that may happen at that Gans, 
by way of Queſtion and Anſwer. 


I. EH OW to play Trumps to the great- 
eſt Advantage, peruſe the Trea- 
tiſe of Whiſt, Chap. I. Caſer1. and all the re- 
maining Caſes in that Chapter, alſo Chap. IT. 
2. How to play Sequences when Trumps? - 
Anſwer, you are to begin with the higheſt 
of them. 
3. How to \play Sequences when they are | 
not Trum 
Anſ. If you have 5 in Number, you are 
to begin with the loweſt, if 3or 4 in N um- 
ber always play the higheſt. 
4. Why do you prefer playing of Sequen- 
ces rather than other Suits ? | | 
Anſ. Becauſe they are the ſafeſt Lead, and 
gain the Tenace in other Suits. 
7 — ought you to make Tricks 5 
ear wa 
Anſ. When you are weak in Trum | 
6. When ought you not to make ricks 
early ? Anf. 
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Auſ. When you are ſtrong in Trumps. 

7. When do you play from an Ace Suit? 
Anſ. You do fo when you have 3 in 
Number only in any Suit (Trumps ex- 
cepted). | 

8. When don't you play from an Ace 
Suit ? | : 

Anſ. You ought not to lead from an Ace 
Suit, having 4 or more in Number in any 
other Suit; becauſe, the Ace is an Aſſiſtant 
to your great Suit, and when Trumps are 
played out enables you to make that Suit. 

9. When any Card of Conſequence is 
turn'd up on your right or left-hand, How 
are you to play in that Caſe ? See Chap, X. 
Caſe 1. Chap. XII. Caſe . | 

10. Why are you always to play your 
Hand by your own and Adverſaries Scores? 

Anſ. Chap. I. Caſe 6. See References in 
this Caſe. _. ah n 

11. How to know when your Partner has 
no more of a Suit played? See Chap, IV. 
Caſe 2, 2,3. wo a 

12. N for putting on at Second 
hand the King, Knave, Sc. Ten, 
and when not? Chap. X. Caſe. 1, 2, 3. 

13. Why are you to play the Queen, 
rg Ten, Sc. of any Suit, when that 

uit is play'd a ſecond time, having 3 
Number only? Chap. XIII. Caſe 4. 11 


6 3 
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14. When oughtyou to over-trump your 
Adverſary, and when not ? 

Anſ. When you are weak in Trumps, 
you ought to over-trump him; but if ſtrong 
in Trumps, you ought to throw away a 

loſing Card. 

15. Reaſons for not parting with the 
Command of your Adverſary's ſtrong Suit, 
Chap. XIII. Caſe 1. EP 

16. If your Adverſary on your right-hand 
leads a Suit of which you have the Ace, 
King, and Queen, Sc. Why are you to 
put on the Ace preferable to the Queen ? 

Anſ. Becauſe it deceives the Adverſary ; 
which, in this Caſe, is of more Conſequence 
to you than to deceive your Partner. 

17. To declare your ſtrong, Suit, when 
proper to be done, and when not ? | 

Anſ. When you have only one ſtrong 
Suit, and you trump out to make that Suit, 
in this Caſe you ought to declare it; but if 
you are ſtrong in all Suits, there is no ne- 
ceſſity of declaring your ſtrongeſt. Suit. 
18. The Ace turned up on your right- 
hand, and that you have the Ten and Nine 
only of Trumps, Why do you play the 
"Ten? Chap. XI. Caſe 1. 1 62 

19. Why do you play from a King - Suit 
preferable tq a Queen- Suit, having the like 
Number of each? 


Al. 
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Anſ. Becauſe it is 2 to 1 that the Ace 
does not lye in your left-hand Adverſary's 
Hands, and it is 5 to 4 if you lead from 
a Queen-Suit, that the Ace or King lyes 
in his Hands, and that you loſe your Queen, 
and ſo play to a N 7 

20. Why do you play from a Queen- 
Suit "referdble to a.Knave Suit ? Anſwer'd 
Caſe 19. | 

21. When you have the 4 beft Cds of 
ay Suit, Why do you throw away the 
beſt ? 

Auſ. To let your Partner into the State 
of your Game. 

22, Your Partner's ſtrong Suit, How 
are you to make the moſt of it ? 

Chap. VI. has fix Examples to demon- 
3 it. 

3. The Queen turn'd up on your Tight- 
band, you having the Ace, Ten, and one 
Trump, or the King, Ten, and one Trump, 
if the right-hand Adverſary plays the We 
Query, How are you to play? 

Anſ. You are to paſs it, by which you 
have an equal Wager of gaining a Trick, 
and cannot loſe by ſo doing. | 

24. Four Cards are played out, and 
Trumps are gone round twice, your Part- 
ner not appearing to have an higher Trump 
than the 8, yet he has 3 Trumps, when he 


wy” plays 
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plays his third Trump, 1e next Hand puts 
on the Knave, there be.. ig the King and 
Knave only in the Adverſary's Hands, you 
having the Ace and Queen of Trumps. 
Query, Whether are you to play the Ace 
or Queen? | | 
Anſ. You are to play the Ace, becauſe 
it is 9 to 8 that the laſt Player has the King; 
and if you reduce the Cards to 2 in Num- 
ber, it then is 2 to 1 in your favour, by 
playing the Ace, that the King falls; the 
like Method may be taken in other Suits, 
upon the like Occaſions, 


EXAMPLE. 


Let us ſuppoſe that you have only 2 
Cards remaining in your Hands of any Suit, 
viz, The Queen and Ten, and let us ſup- 
poſe the Knave and Nine of the ſame Suit 
are in your Adverſary's Hands, when your 
Partner leads that Suit, your right-hand Ad- 
verſary plays the Nine, and has 1 Card only 
remaining. HD EDA : 
Query. Whether you ought to play your 
Queen or Ten ? . RY 
 Anſ. You ought to play your Queen, 
becauſe it is 2 to 1 that your left-hand Ad- 
verſary has the Knave. And in all Caſes 
of the like Nature you ought to play by 
' this Rule. . 


1 
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Il would know what is the Odds th t f 
Dealer at Whiſt holds four 1 — 3 
more? AA ĩ o 

Anſ. That he holds 4 Tru or e 

18 232 to 163, or about 8 3 

11 d. and almoſt a Farthing. 
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An Explanation for the Uſe of Bi nners, 
of ſome of the TE RNS or TECHNICAL 
Worps made uſe of in this Treatiſe. 


FINESSING. 

M EANS the endeavouring to gain an 

Advantage. by Art and Skill, which 
conſiſts in this; when a Card is led and you 
have beſt and third beſt Card of that Sit, 
you judge it beſt to put your third beſt 
Card upon that Lead, and run the Riſk of 
your Adverſary's having the ſecond beſt of 
it, that if he has it not, which is 2 to 1 
againſt him, you are then ſure of gaining 


a Trick. 
FORCING. 
Means the obliging your Partner or your 
Adverſary to trump a Suit of which he has 
none. The Caſes mention'd in this Trea- 


tiſe will ſhew when it is proper to force ei- 
ther of them. 


LONG T R U M P. 
Means the having one or more Trumps 
in your Hand when all the reſt are out. 
» re EE LS ARDC 
Means a Card ina Hand that is of no 
Value, and confequently the propereſt to 
throw away. POINT £. 
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Ten of them make a Game, as many as 
are gain'd by Tricks or Honours, ſo many 
Points are ſet up to the Score of the Came. 

2. UART. 

In general is a Sequence of any four 
Cards immediately following one another, 
in the ſame Suit. Quart-major is therefore 
a Sequence of Ace, King, Queens 77 
Knave, in any Suit. | 

LUTHNT. 

In general is a Sequence of any five 
Cards immediately following one another 
in the ſame Suit. Quint-major is therefore 
a Sequence of Ace, King, Que Knave, 
and Ten, in any Suit. 

R T -.. 

Playing at any time the Reverſe, means 
only the playing your Hand in a different 
manner; that is to ſay, if you are ftrong in 
Trumps you play one way, but if weak in 
Trumps you play the Rever/e, viz. another. 

SEE-SAW, 

Is when each Partner trumps a Suit, and 
they play thoſe Suits to one another to 
trump. 


A 
= 


„ + - 
Score of the Game, is the Number of 
Points ſet up, Ten of which make a 
Game. 


TE, 


the having the firſt and third beſt Cards, and 
being the laſt Player, and conſequently you 
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TENACE, 
Having the Tenace in any Suit ſuppoſes 


catch the Adverſary when that Suit is play'd : 
As for Inſtance, in caſe you have the Ace 
and Queen of any Suit, and that your Ad- 
verſary leads that Suit, you muſt win thoſe 
two Tricks; and fo of any other Tenace in 


inferior . 


＋ ER CE. 
In general is a Sequence of any three 


Cards immediately following one another 


in the ſame Suit. 
Terce-major is therefore a Sequence of 
Ace, King, and Queen, in any Suit, 
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ARTIFICIAL MEMORY: 
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An Eaſy Method of Aſſiſting the Me- 
MORY of thoſe that Play at the Game 
of WarsT. 


3 To which are added, en 
Bd Casrs not bicherto Publid'a. 
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LACE 


the worſt of it wa” the left-hand, and 


the beſt (in Order] to the right, and the 
Trumps in the ide Order, always to the 
left of all the other Stits. 

II. 


If in the Courſe of Play you find you 


have the beſt Card remaining of any Suit, 
put the ſame to the left of your T * 


1 
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78 N 
And if you find you have the ſecond beſt 
Card of any Suit to remember, place it on 
the right of your 1 F ore 


And if you have the third beſt Card of 
any Suit to remember, place a ſmall Card of 
that Suit between the Trumps and that third 
beſt, to the right of 2 Trumps. 


To remember your Partner's firſt Lead, 
place a ſmall Card of that Suit led in the 
midſt of your Trumps, and if you have but 
one Trump, on W K of it. 

When you deal, put the Trump turned 
up to the right of all your Trumps, and part 
with it as late as you can, that your Part- 
ner may know you have that Trump left, 
and ſo play accordingly. 

101. VII. 

To find where, or in what Suit your Adver- 
| ſaries revoke. 6 

- Suppoſe the two Suits on your right-hand 

to repreſent your Adverſaries in the Order 
they fit, as to your right and left-hand : 

When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall 
Card of that Suit amongſt the Cards repre- 
ſenting that Adverſary, by which means 

IV you 
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you record not only that there may have 
been a Revoke, but alſo which of them 
made it, and in what Suit. | 
Tf the Suit that repreſents the Adverſary 
that made the Revoke, happens to be the 
Suit he revoked in, change that Suit for 
another, and, as above, put a ſmall Card 
of the Suit revoked in, in the middle of 
that exchanged Suit, and if you have not 
a Card of that Suit, reverſe a Card of any 
Suit you have (except Diamonds) and place 
ware: 

VIII. 


As you have a way to remember your 
Partner's firſt Lead, you may alſo record in 
what Suit either of your Adverſaries made 
their firſt Lead, by putting the Suit in 
which they made that Lead, in the Place 
which in your Hand repreſents that Adver- 
ſary, as either of your right or left. hand; 
and if other Suits were already placed to re- 
preſent them, then exchange them for the 
Suits in which each of them makes his firſt 
Lead. | 

The foregoing Method- is to be taken 
when you find it more neceſſary to record 
the Adverſary's firſt Lead, than to endea- 
vour to find out a Revoke. 


H Additiona) 
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p Additional Caſes, 

Finn 

When it appears to you that the Adver- 
ſaries have three or four Trumps remaining, 
and that neither you nor your Partner have 
any, never attempt to force one Hand to 
trump, and to let the other throw away a 
loſing Card, but rather endeavour to find 
out a Suit in your Partner's Hand, in caſe 
you have no Suit in your own, by which 
means you prevent them from making their 
Trumps ſeparate. | 

I 


Suppoſe 4 and B ate Partners againſt C 
and D, and ſuppoſe nine Cards are played 
out, and alſo ſuppoſe eight Trumps are 
played out; and further ſuppoſe 4 to have 
one Trump only, and ſuppoſe his Partner 
B to have the Ace and Queen of Trumps, 
and ſuppoſe the Adverſaries C and D to 
have the King and Knave of Trumps be- 
tween them, A leads his {mall Trump, C 
plays the Knave of Trumps ; Quern, Whe- 
ther B is to play his Ace or Queen of 
Trumps upon the Knave ? Anſwer, B is to 
play his Ace upon the Knave, becauſe. D 
having four Cards in his Hand remaining, 
and C has only three, conſequently, it 1s 
four to three in B's Favour that the King is 
in D's Hand ; it we reduce the Number of 
four Cards in a Hand to three; the Odds 

"© then 
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then is 3 to 2 ; and if we reduce the Num- 
ber of three Cards in a Hand to two, the 
Odds then is 2 to 1 in favour of B's win- 
ning of a Trick, by putting on his Ace of 
Trumps :- By the like Rule you may play 


all the ether Suits. 
III. 

Let us ſuppoſe you have the thirteenth 
Trump, and alſo the thirteenth Card of any 
Suit in your Hand, and one loſing Card, 
and let us ſuppoſe you have only three Cards 
remaining, Query, Which of theſe Cards 
are you to play? Anſwer, You are to play 
the loſing Card, becauſe if you play the 
thirteenth Card firſt, the Adverſaries know- 
ing you to have one Trump remaining, 
will not pafs your loſing Card, and there- 
fore you play 2 to - againſt yourſelf. 

. 

Let us ſuppoſe that you have the Ace, 
King, and three ſmall Cards in any Suit, 
which has never been played, and let us 
ſuppoſe that it appears to you that your 
Partner has the laſt Trump remaining, 

uery, How are you to play theſe Cards to 
your greateſt Advantage? Anſwer, You are 

to lead a ſmall Card in that Suit, becauſe it 
is an equal Wager that your Partner has a 
better Card in that Suit than the laſt Player ; 
if fo, and that there are only three Cards in 
the: Suit in any one Hand, it follows that 

2 you 
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you win five Tricks in that Suit; whereas, 
if you play the Ace and King of that Suit, 
it is 2 to I that your Partner does not hold 
the Queen, and conſequently, by playing 
the Ace and King, it is 2 to 1 that you win 
only two Tricks in that Suit, This Method 
may be taken in caſe all the Trumps are 
played out, provided you have good Cards 
in other Suits to bring in this Suit, and you 
may obſerve that you reduce the Odds of 
2 to 1 againſt you, to an equal Chance by 
this Method of Play, and probably gain 
three Tricks by it. 
V 


If you chooſe to have Trumps played by 
the Adverſaries, and that your Partner has 
led a Suit to you, of which you have the 
Ace, Knave, Ten, Nine, and Eight, or the 
King, Knave, Ten, Nine, and Eight,'you 
are to play the Eight of either Suit, which 
probably leads the Adverſary, if he wins that 
Card, to play Trumps. 2 
VI. 

Suppoſe you ſhould have a Quart-major 
in any Suit, with one or two more of the 
ſame Suit, and that it is neceſſary to let your 
Partner know that you have the Command 
of that Suit, in that Caſe, throw away the 
Ace of that Suit, upon any Suit of which 
you have none in your Hand to clear up 
his Doubts, becauſe the Odds is in your fa- 

200 | | vour 
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vour that neither of the Adverſaries have 
more than three in thatSuit: The like Me- 
thod may be taken if you have a Quart to 
a King; (the Ace being played out) you 
may throw away the King, alſo if you 
ſhould have a Quart to a Queen, (the Ace 
and King being played out) you may throw 
away your Queen: All which lets your Part- 
ner-into the State of your Game, and you 
may play by the like Rule in all inferior Se- 
quences, having the _ them in your hand. 

There is ſcarcely any thing more com- 
monly practiſed amongſt moderate Players, 
in caſe the King is turned up on their left- 
hand, and that they have the Queen and 
one ſmall Trump only, to play out their 
Queen, in hopes their Partner may win the 
King if it is put on; not conſidering that it 
is about 2 to 1 that their Partner has not 
the Ace, and admitting he has the Ace, 
they do not conſider that they play two 
Honours againſt one, and conſequently 
weaken their Game, the Neceſlity only of 
playing Trumps ſhould oblige them to play 


thus, | 
VIII. 
A Caſe which frequently happens. 
A and B are Partners againſt C and D, 
all the Trumps are played out except one, 
which C or D has. A has three or four 
| H 3 win- 
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winning Cards in his Hand of a Suit already 
played, with an Ace and one ſmall Card of 
another Suit. Query, Whether it is A's 
beſt Play to throw away one of his winning 
Cards, or the ſmall Card to his Ace-ſuit ? 
Anſtwer, It is his beſt Play to throw away 
one of his winning Cards, becauſe if his 
right-hand Adverſary plays to his Ace-ſuit, 
he has it in his Power to paſs it, and conſe- 
quently his Partner B has an equal Chance 
to have a better Card in that Suit than the 
third Hand; if ſo, and that he has any for- 
cing Card, or one of his Partner's Suit to 
play to him, in order to force out the laſt 
Trump, his, Ace remaining in his Hand, 


brings in his winning Cards; whereas, if 


A had thrown away the ſmall Card to his 
Ace: ſuit, and that his right-hand Adverſary 
had led that Suit, he had been obliged to 
put on his Ace, and conſequently had loſt 
ſome Tricks by * Method of Play. 
X. 

| Suppoſe ten Cards have been play*d out, 
and ſuppoſe it appears very probable, that 
your left hand Adverſary has three Trumps 
remaining, vi. the beſt and two {mall ones; 
and ſuppoſe you have two Trumps only, 
and char your Partner has no Trump, and 
ſuppoſe your right-hand Adverſary plays a 
Thirteenth or ſome other winning Card; 
in that Caſe paſs it, by which Means you 
gain a Trick. In 
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In order to let your Partner into the State 
of your Game, let us ſuppoſe you to have 
a 1 mace in Trumps (or any other 
four beſt Trumps) if you are obliged to 
trump a Card, win it with the Ace of 
Trumps, and then play the Knave, or win 
it with the higheſt of any other four beſt 
Trumps, and then play the loweſt, which 
clears up your Game to your Partner, and 
by ſuch a Diſcovery it may be the Means of 
winning many Tricks; you may practiſe 
the like Rule in all other Suits. 5 
+. 719. | oy 
If your Partner calls at the Point of Eight 
before his time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits, 
or not, becauſe, as he calls before he is ob- 
liged to do ſo, it is a Declaration of his being 
ſtrong in Trumpss. Ta 
| XII. | 
Suppoſe your right-hand Adverſary turns 
up the Queen of Clubs, and ſuppoſe when 
he has the Lead, he plays the Knave of 
Clubs, and ſuppoſe you have the Ace, Ten, 
and one Club more, or the King, Ten, and 
one ſmall Card. Query, When he leads 
his Knave whether you are to win it or not? 
Anſwer, You are not to win it, becauſe it 
is an equal Wager, when he leads his 
Knave of Clubs, you not having the 
King, that your Partner has it; alſo, it is 
5 an 
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an equal Wager when he leads his Knave 
of Clubs, you not having the Ace, that 
your Partner has it, and conſequently you 
gain a Trick by paſſing it; which cannot 
be done if you either Pur. on your King or 
Ace of 4 
XIII. 


A Caſe for a Slam. 
Let us ſuppoſe A and B Partners againſt 
C and D, and let us ſuppoſe C to deal, and 
let us ſuppoſe I to have the King, Knave, 
and Nine, and Seven of Clubs, they being 
Trumps; a Quart-major i in Diamonds, a 
Terce-major in Hearts, and the Ace and 
King of Spades. 4 
Let us ſuppoſe B to have nine Diamonds, 
two Spades, and two Hearts. 
Alſo let us ſuppoſe D to have the Ace, 
Queen, Ten, and Eight of Trumps, with 
nine Spades. 
And let C have five Trumps and eight 
1 
As to lead a Trump, which Dis to win, 
and D is to play a Spade which his Partner 
is to trump: C is to lead a Trump, 


which his Partner D is to win; then D is 


to lead a Spade, which C is to trump; and 


C s to play a Trump, which D is to win; 


and D having the beſt Trump is to play 
it; which done, D having ſeven Spades in 
his Hand wins thenks: 28 conſequently 
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